This Final project is discussing about the use of "Opposite" game in improving students' vocabulary. The objectives of this final project are to find out the implementation of "Opposite" game to improve the students' vocabulary, the students' advantages and difficulties using "Opposite" game to improve their vocabulary and some possible solution for the difficulties. This final project is categorized as descriptive qualitative. the data took by doing the observation and collecting the students' oppinion to describe the implementation of "Opposite" game to improve the students' vocabulary, know the students' difficulties and advantages of improving students' vocabularies through "Opposite"game. The data analyzed by transcribing the observation and questionnaire into written form. There are the results of analysis of the observation and questionaire. First, the teacher ways in using "Opposite" game in improving students' vocabulary is good. Second, the students' facing difficulties in making some clues and guessing some clues in using "Opposite" game in order to improve students' vocabularies. Third The advantages of using "Opposite" game are the students can memorize vocabulary in an interesting way and improve their speaking and listehning skill in the same time, the teacher can increase students' motivation and interest by using "Opposite" games.
Introduction
This study is conducted to investigate about the implementations of 2. What are the advantages of using "Opposite" game in improving students' vocabularies?
3. What are the difficulties of using "Opposite" game in improving students' vocabularies?
The objectives of this study are:
1. To describe the use of "Opposite" game in improving students vocabularies.
2. To find out the advantages of using "Opposite" game in improving students vocabularies.
3. To find out the difficulties of using "Opposite" game in improving students vocabularies. there is a good method in teaching them.
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Research Method
The design of the research was 2. The students don't have difficulties to study English.
3. The teacher always uses English in teaching learning process.
4. The teacher always uses media in teaching learning process.
5. The students are interesting in memorizing vocabularies using "Opposite" game.
6. The students can deliver the opinions through team work. 1) The students should find out the vocabularies in dictionary.
2) The students can ask their teacher
3) The teacher gives some guidances through the discussion in creating clues.
b. The students have got difficulties in guessing some clues. Some students showed their doubt face when they hear some clues from their friends.
The suggested solutions for the problem are:
1) The students should listen carefully the clues.
2) The leader should repeat again the clues fluently for several times.
3) The students should do more practice their listening skill.
4) The teacher can give the short explanation and guidance if the students confuse with the clues.
The procedure of the teacher improves the students' vocabularies by using "Opposite" game is good. The teacher used game as media in improving the students' vocabularies.
The students are very interesting to improving their vocabularies by using "Opposite"games.
There are some problems faced by the students in improving their vocabularies by using "Opposite" game, The teacher should repeat her instruction several times and translate the instructions to the students is one key to avoid misunderstanding between teacher and students about the instructions.
